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Character Creation Overview 


1. Pick a Character Type. See the RPG book, page 4 for Quick 
Character Type Info, or see descriptions beginning on page 


skills. No skill is unimportant! 
‘ies and Behavior Tags. Keep it 


Distribute 30 points ii 

4. Choose Assets, Lial 
playable! 

5. Fill out vitals. 

6. Create a history and relationships. Talk to other players. 

7. Gear up. 


Rules Overview 


Skill Checks (see RPG book, page 41) 
1. Locate the skill in question in the Skill Profile area of the 
character sheet. 
2. Add the skill rating to the stat it falls under; the result is the 
Target Number (example: Climb 4 + STRENGTH 3 = 7). 
3. Roll 2D6 equal to or less than the Target Number for suc- 
cess. 


Cenered Skill Checks (see RPG book, page 44) 
Both opponents roll a Skill Check. 

2 The opponent with the greater margin of success wins 
(example: Lister makes a Cooking: Curry check and rolls 
under his Target Number by 1. Cat makes an Endurance 
check and rolls under his Target Number by 2. Cat wins 
the opposed roll and does not suffer indigestion from 
Lister's vindaloo). 


Combat Rounds (see RPG book, page 43) 

1. Alcalls for Combat Rounds. 

2. All players roll INITIATIVE (roll 2D6 using the character's 
INITIATIVE rating as the Target Number). 

3. Player with the greatest margin of success acts first. 

4, Player with next-greatest margin of success acts next, and 
so forth. 

5. Players with any extra actions act in INITIATIVE order, at a 
-3 penalty for every action (cumulative). 


Shooting Something (see RPG book, page 44) 
1. DEXTERITY + Firearms (minus any difficulty for distance, 
cover or environment) = Target Number 
2. Roll 2D6 equal to or less than the Target Number. Margin 
x WR = Damage. 
3. Target may choose to Dodge, using margin of success as 
modifier for attacker's shot (replacing all other modifiers). 


Whacking Something (see RPG book, page 44) 
1. AGILITY + Self Defense = Target Number 
2. Roll 2D6 equal to or less than the Target Number. Margin 
x WR = Damage. 
3. Defender may choose to Parry or Dodge, making an 
Opposed Skill Check. If defender's margin is greater, 
defender takes no damage. 


Tips to Remember 

The Al's word is law. 

Play your character to the best of your ability, and try to serve 
the story. 

Don't worry about reward, treasure or killing monsters. This is 
Red Dwarf. You're screwed anyway. Enjoy it. 

If you find yourself in a lengthy debate about astrophysics, bal- 
listics trajectories or realistic wound modeling, refer to the previous 
tip. This is Red Dwarf. Those who seek realism in a sci-fi comedy 
universe are setting themselves up for disappointment. 


Fear Factor Table 


D6 Result 

1 The character freezes in place and can take no actions of any 
kind for 1D3 rounds. The character is completely vulnerable 
to whatever horror the Al has unleashed. The character may 
be moved, but cannot take any actions of his own. 


2 The character drops whatever he is holding (weapons includ- 
ed), and attempts to flee. The character cannot perform any 
other actions until safely away from the scene. 


3 The character runs off in a random direction, potentially into 
an object, structure or the source of horror itself. The char- 
acter can only run, and may not perform any other actions 
until safely away from the scene. 


4 The character loses control of his bodily functions and is -3 to 
any subsequent Cool checks until a change of trousers is 
arranged. 


5 The character falls unconscious for 1D3 rounds. The char- 
acter can be moved, but cannot take any actions. 


6 The character suffers a complete personality meltdown and 
goes stark raving spare, discharging any weapons in random 
directions and running about in no particular direction. The 
character will have to be subdued in order to be removed 
from the scene. 


Skill Modifiers 


+2 Stupendously Easy Task 
+1 Easy Task 

+0 Most Normal Tasks 

-1 Somewhat Difficult Task 
-2 Moderately Difficult Task 
-3 Very Difficult Task 


Targeting Modifiers 


-1 Moving Target 

-1 Quickly Moving Target 

-1 Really Really Quickly 
Moving Target 

-1 Target is Taunting You 

-2 Target is Behind Cover 


Armor Values of Common Items 


Airlock Door 15-20 
Another Character (SHRUG) 
Cargo Crate 10 
Chair 5 
Frying Pan 12 
Hard Plastic 5 
Leather Jacket 2 
Metal Girder or Bulkhead 15-20 
Metal Sheet 10 
Space Corps Orientation Manual 2 
Table ih 
Vending Machine 10 
Week-old Mutton Vindaloo 3 
Wood 5 


Miscellaneous Trauma 

Fire: 1 to 2 wounds per round. 

Drowning: For each minute spent underwater after the first, the 
character must make an Endurance check at a cumulative - 
1 penalty. Once failed, the character falls unconscious and 
takes 1 wound per minute underwater. 

Vacuum: An unprotected character takes 1 wound per round. 

Doug McClure: 1 wound worth of stun damage for every 10 min- 
utes exposure. The average film will result in unconscious- 
ness by the end of the first hour. 
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11 Melancholy 


42 Craving 
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Space Madness Table (D6%) 


Character feels morose and must listen to old Smiths and Echo & the Bunnymen CDs. Durat 
sad love song to Al satisfaction 


Character craves something of player's choice. Anything from bizarre food combinations to obscure movies. Duration: 
1D6 days 


: until player writes a 


13. Shellshock 
14 Whining 


15 Show Tunes 


Character is catatonic, jumpy and cannot take aggressive action. Cowers in the nearest available corner. Duration: 
1D6 days 


Character breaks into irritating whine whenever he speaks more than a few words, almost in the vein of Stan Laurel. 
Duration: 1D6 days 


‘Al writes character a note consisting of a word or phrase. When that word or phrase is spoken by anyone, character 
must break into a show tune. Word mustn't be too common. Duration: 1D6 days 


16 Rash 
21 Creative Burst 


Breaks out in an irritating rash, causing severe itching and -1 to all AGL and DEX Skill Checks. Duration: 1D6 days 


Character is inspired to create, painting, sculpting, sketching the other characters, knitting socks for the crew, etc. 
Duration: 1D6 days 


22 Giggles ‘Al writes character a note consisting of a word or phrase. When that word or phrase is spoken by anyone, character 
must break into giggles. Word mustn't be too common. Duration: 1D6 days 

23 Hiccups Character has persistent hiccups, making it impossible to complete a coherent - hic! -1 to Stealth, Social, Intimidation 
and Seduction checks. Duration: 1D6 days 

24 Acid Reflux Character has terrible indigestion/heartburn. -1 to all AGL and DEX Skill Checks. Duration: 1D6 days 


25 Bewilderment 
26 Loss of Bearings 
31 Cross Dressing 
32 Fancy Dress 
33 Full Dress 

34 Anger 

35 Hoarding 


36 Behavior Tag: Fidget 

41 Behavior Tag: Nervous Tic 
42 Mania 

43. Gain Phobia (Al choice) 


Character looks as though he may as well be in the Stupid Dimension. Slow to react and inane grin plastered on his 
face. -1 to all PER, INT, WIL Skill Checks and INITIATIVE. Duration: 2D6 hours x2 


Complete loss of directional sense. Up is down, down is up. -1 to all PER, INT, AGL Skill Checks and INITIATIVE. 
Duration: 2D6 hours x2 


Character must change into opposite gender-specific garb. Will become violent if not allowed to do so. Duratio1 
days 


Character must change into a costume (the more outlandish, the better). Will become violent if not allowed to do so. 
Duration: 1D3 days 


Character must change into starched dress uniform, spit and polish. Will become violent if not allowed to do so. 
Duration: 1D3 days 


Character is surly, irritable, tetchy, and downright hostile. May physically attack anyone who invades personal space. 
Duration: 1D3 days 


Character believes other crewmembers are stealing rations, supplies, tools, etc. and he must therefore hoard his own. 
Duration: 1D6 days 


Character gets the Fidget Behavior Tag. Duration: 2D6 days 

Character gets the Nervous Tic Behavior Tag. Duration: 2D6 days 

Character is full of energy, excitable, thrilled to be alive and really keen to share it. Duration: 2D6 days 
Permanent 


D3 


44 No Bladder Control 
45 Obsession: Cleanliness 


46 Compulsion: Lying 


Character soils himself at the most inappropriate times. Al discretion. Duration: 1D6 days 


Character must clean. Germs are everywhere. Bacteria are evil and will come to get you in your sleep. Duration: 
days 


Character cannot tell the truth. Adds +1 to Con Skill Checks. Duration: 2D6 days 


51 Fashion Nazi 
52 Submission 


53 Personality Shift 
54 Voices 


55 Phantom Pain 


Character takes it upon himself to regulate and criticize dress amongst the crew. Duration: 2D6 days 


Character becomes introverted and submissive. Will not take direct action and will avoid hostile circumstances. 
Duration: 2D6 days 


Character becomes the opposite of his normal personali 


Character hears voices in his head, and will often talk back to them. Likely to converse with hand puppets. Duration: 
2D6 days 


Character feels debilitating pain in some location (Al choice). -1 to all Skill Checks. Duration: 2d6 hours x2 


56 Hallucinations 


Character sees little bearded leprechauns dancing through the corridors, and it's not even St. Patrick's Day. Al decides 
what the character sees and passes it in written note. Duration: 1D3 days 


61 Random Violence 


63 Addiction: Alcohol 


‘Al writes character a note consisting of a word or phrase. When that word or phrase is spoken by anyone, character 
must break out in a violent act against the nearest other character. Word mustn't be too common. Duration: 1D3 days 


Permanent. May remove with therapy. 
Permanent. May remove with therapy. 


64 Addiction: AR 
65. Impulse Writing 


66 Severe Depression 


Permanent. May remove with therapy. 


Character must write down all the information coming into his head via alleged "cosmic waves". Scrawis symbols and 
random words on nearest handy surface (including own body). Duration: 1D6 days 


Character becomes dolorous, must wear black and listen to old Cure and Bauhaus CDs. Duration: until player writes 
a piece of dark, gothy poetry to Al satisfaction 
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Ship Statistics 
< SPD MAN SHL HUL Weapons ne 
Birdman Rocket Pants 1 3 3 None 7 None : 
‘WO! | MC Blue Midget Mark | 1 (4) 3 2 None 20 None 
JMC Blue Midget Mark II 1 (4) 3 2 None 20 None < 
Bomber 2 (8) 1 2 None 10 4 Heavy Machine Guns 
Bombs (40) 
JMC Buggy Small 1 (4) 2 2 None 10 2 Bazookoids (linked) 
SS Centauri Large 2 (12) 4 3 2) 30 Laser Canon (turret) 
“= Diva Droid Shuttle Small 1 2 3 None 10 None CO 
Space Corps DJX-1 Prototype Small 1 (2) 4 3 None 15 None, space for one HVY 
WOE | Enlightenment Large 4(2,000) 3 2 None None None Ps 
SSS Esperanto Large 3 (400) L0) 1 3 30 Laser Canon (turret) SJE 
Limpet Mines (50) 
Space Corps External Medium Oo 4 5 2 20 Laser Cannon AWsl 
Enforcement Vehicle Pulse Missile System 
Fighter Small 1 (2) 3 3 None 9 2Heavy Machine Guns (linked) 
= Bombs (2) * 
Garbage Pod Small N/A (2) 2 0 None 10 None . 
yol GELF Ship Medium 1 (4) 2 3 None 20 2Laser Cannon (fixed wing) 
Jet-Cycle Small 1 (2) 4 4 None 5_ Varies Ba = 
Nova 5 Large 3 (9) 2 2 6 25 None 
JMC Red Dwarf Bloody Huge 3(1,169) -1 -1 10 40 None . 
3 ‘one hologram; ship's Al PLA 
Red Dwarf can run itself if the Al Autopilot is on. 
D>uUp Reich Rocket Pants Mark | Small 1 2 2 None 8 _ None 
Reich Rocket Pants Mark II Small 1 3 2 None 8 None = 
Simulant Vessel Large 4 (400) 1 2 6 25 4 Laser Canon (turret) 
» | Secure Transmitter Device 
=) - - NG 
JMC Starbug Medium 1 (4) 3 3 None 20 Limpet Mines (20) 
can support 1 hologram No other stock weapons, but 
plus the ship's Al mounting space for up to 2 turrets. a 
= Zeppelin Medium 2 (10-40) -1/0/+1 O/-1 None 8 3Heavy Machine Guns x 
Bombs (20) 
rT) Zeppelins can carry 40 passengers if it carries no bombs. Fully loaded, it can only carry 10 passengers. 


Ship to Ship Combat Vehicle Weapon Systems 
Close or Pull Away = SPD + Pilot Skill Check against target's (use Heavy Weapons skill) 
SPD + Pilot Skill Check. Margin difference is how many grids Type WA WR DB Range Ammo 
closer or further away, depending on winner. Bomb 
Evasive Action = MAN + Pilot Skill Target Number adds that 
many penalty modifiers to incoming attacks. 
Weapons = Computer Ops. + WA for linked weapons. All oth- 


ers must be fired by additional crew members. Heavy Limpet Mines 
Weapons + WA for unlinked weapons. Pulse Missile System 


Heavy Machine Gun 
Laser Cannon 


Alphabetical Skill List ial. | 


Active Games Computer Ops. Empathy Language* Repair Strength Feat 

Aesthetics* Con Endurance Life Sciences Resist Swim 

Anthropology Cool Firearms Mathematics Security Theoretical Physics LA 
Astronavigation+ — Craft* Gunnery Medicine Seduction Trivia* 

Athletics Culinary Arts History Passive Games Self Defense 

Awareness Dance Instrument* Philosophy Social 

Climb Demolitions Intimidation Pilot* Stealth n= 7 


“Requires Category or Specialization. See full description for further information * Requires Mathematics at 4 
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